DUNGEONS AND RUNETERRA #1: AATROX 


OTHERWORDLY PATRON 


At 1st level, a warlock gains the Otherworldy Patron feature. 
The following option is available to a warlock, in addition to 
those offered in the Player's Handbook. 


THE DARKIN BLADE 


Legends are told of the Ascended who survived the age old 
conflicts in Icathia. The self-proclaimed Sunborn who held 
back the threat of the void that the desperate Icathian rebels 
unleashed on the world. Even though in their era they were 
heroes, their scars would turn them to something much less 
revered. Monsters, bent by their own conflict, their ancient 
home of Shurima being the arena for this squabbling. 

In time these fallen greats would come to be known by a 
new name; the Darkin. It's said that when Targon intervened 
with the Darkin and their wars, that the Aspect of Twilight 
taught the Targonians the secret they needed to defeat the 
Darkin threat. It was alongside the newly reborn Aspect of 
War that the mortals marched into the deserts of Shurima for 
the good of all Runeterra, and after a long and selfless 
conflict, the Targonians succeeded. 

Aatrox, he was called. The earth trembles at the name. The 
name of one of the most respected Ascended, now forgotten. 
His legacy as a paragon of justice and honor now soiled 
behind the death left in the wake of his conquest. The void 
not only corrupted the lands of Icathia, but the people who 
shielded the rest of Runeterra from suffering the same fate. 

You've come into some form of contact with this blade, 
either through ancient magics or even physical contact, and 
the trapped spirit within screamed back. It demanded the 
blood of all those who allowed his sealing. He demanded the 
death of not only every mortal, but also every god. This 
contact went well, seeing as how you're not dead. 


You now serve the Darkin Blade, and regardless of what 
deal was made, you understand the terms of your end of the 
bargain. You will not only heed this will, but you will do so 
with every ounce of passion and will you can muster. It is not 
often that the Darkin Blade allows someone as pitiful and 
weak as mortal to live, so show your potential, or be crushed 
under the weight of your failure. 


EXPANDED SPELL List 


The Darkin Blade lets you choose from an extended list of 
spells when you learn a warlock spell The following spells 
are added to the Warlock list for you. 


Spell Level Spells 


Ist Thunderous Smite, Zephyr Strike 

2nd Branding Smite, Spiritual Weapon 

3rd Blinding Smite, Haste 

Ath Staggering Smite, Freedom of Movement 
5th Banishing Smite, Destructive Wave 


STANCE OF THE DEATHBRINGER 
Beginning when you choose this patron at 1st level, you may 
use your bonus action on your turn to enter the Deathbringer 
Stance. While in this stance, you allow the creature trapped 
within the Darkin Blade to take hold and guide your strikes. 
This stance lasts 1 minute, or until you choose for it to end. 

If you use the Attack action while in this stance to make an 
attack with a melee weapon, you may use your bonus action 
on the same turn to make an additional attack with the same 
weapon. This attack grants the attack an additional 5 feet of 
reach, and causes it to deal an additional 1d6 damage. 

This damage increases by 1d6 when you reach 6th level 
(2d6), when you reach 10th level (3d6), and again when you 
reach 14th level (4d6). 
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CHAINS OF THE SHACKLED ONE 

Upon reaching 6th level, the bindings of the Darkin Blade 
become yours to wield. As an action you may unleash a volley 
of chains at a creature of your choice within range. Make a 
ranged weapon attack with the chains when you do this. You 
are proficient in these chains, and you may use your Strength 
or Dexterity modifier to make this attack. A creature hit by 
these chains takes 3d10 bludgeoning damage, and the chains 
attach to both the creature you hit and the ground beneath 
them. These infernal chains remain for 1 minute or until 
broken, after which they turn to dust. 

The chains have a length of 15 feet, an Armor Class of 20, 
and 10 hit points. If a creature tries to move more than 15 
feet from where the chains are bound while they are still 
intact, they are forced to make a Strength saving against your 
Warlock spell save DC. On a failed saving throw the creature 
is pulled by the chains back to the location where the chains 
are bound, and fall prone. On a successful save, the chains 
snap, shatter, and turn to dust. 

You can use this feature once, regaining the ability to do so 
again until you successfully complete a short or long rest. 


WIELDER OF THE DARKIN BLADE 

Once you've reached level 10, you've been granted the honor 
of wielding the Darkin Blade in battle. As an action, you may 
conjure the greatsword your patron is trapped within, or 
dismiss it in the same way. This blade is a deep obsidian 
color, lit up with a bright crimson glow. 

You are proficient with this magic greatsword, and add an 
additional bonusto hit with the attacks you make with it equal 
to half of your proficiency bonus. When you hit a creature 
with this weapon multiple times during the same turn, 
different things occur. As part of making your second attack, 
you may move up to half of your movement speed towards 
your target. As part of your third attack, the creature hit by 
the attack must succeed a Strength saving throw against your 
Warlock spell save DC or be knocked prone. Any additional 
attacks you make past the third have no additional effects. 


CHAMPION OF THE WORLD ENDER 
When you finally reach 14th level, the Darkin Blade has 
allowed you a fraction of the deathless will and fury that it 
once had when not bound to the blade. When you would be 
reduced to 0 hit points, you immediately return to your feet, 
gain temporary hit points equal to 10 times your warlock 
level, and take on a monstrous form for the next minute. 
This monstrous form is that of a champion of the Darkin 
Blade. Large crimson wings shoot forth from your back, as 
your height increases tremendously, and your skin nears 
tearing as your muscles grow. While in this infernal form, you 
gain the following benefits: 


e You ignore the effects of the unconscious condition, and 
remain stable so long as you are at 0 hit points, unable to 
enter a dying state. 

e You gain a flying speed equal to your walking speed. 

e You may make an extra attack in addition to any others 
you would make when you take the Attack action. 

e When you reduce a creature to 0 hit points, they die, and 
you regain hit points equal to the number of maximum hit 
dice they had. 


Once this feature activates, you cannot do so again until 
you successfully complete a long rest. 
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